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Runs on: 
* IBM® PC, XT", AT*, PS/2*, and compatibles with 512K 
* Tandy? 1000 family with 640K 


With: 

e 3.5" drive or 5.25" drive 

e DOS 2.0 or higher 

e Color monitor required 

e 256-color VGA, 256-color MCGA, 16-color EGA, 16-color TGA, or 
4-color CGA graphics adapter 

e 8MHz minimum clock speed or faster recommended 


Optional: 
* Hard disk 
e Mouse 


e Ad Lib™, SoundBlaster™, or Roland® sound board 


Materials enclosed: 


* One 3.5" program disk 
* Two 5.25" program disks 
e User's Guide 


Copyright © 1984, 1991 The Learning Company. All rights reserved. 
Reader Rabbit and The Learning Company are registered trademarks of The Learning Company. 


Ad Lib is a trademark of Ad Lib Inc. AT, IBM, PS/1, and PS/2 are registered trademarks and 
XT is a trademark of International Business Machines Corporation. SoundBlaster is a trade 
mark of Creative Labs, Inc. Intel is a registered trademark of Intel Corporation. Roland is a 
registered trademark of Roland Corporation. Tandy is a registered trademark and DeskMate is 
a trademark of Tandy Corporation. Windows is a trademark of Microsoft Corporation. 


Unauthorized reproduction, adaptation, distribution, performance, or display of this document, 
the associated computer program, or the audiovisual work is strictly prohibited. 


This software is protected by both the United States copyright law and international treaty 
provisions. However, The Learning Company authorizes you to make a backup copy of the 
software for the sole purpose of protecting your investment from loss. You may not sell these 
disks or give copies of them away to anyone else. 
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Reader Rabbit's 
Journey 


welcome 
to 
wordville 









ELCOME TO WORDVILLE, THE HOME OF 
READER RABBIT. Hop on the Discovery Train and 
explore Wordville with Reader Rabbit. You'll meet his 
friends and visit their favorite places. 






Parents, teachers, and older brothers and sisters may want 
to read this delightful story aloud to younger children 
before they play the games. Next stop—Wordville! 






READER RABBIT'S JOURNEY 


Just on the edge of an enchanted forest is the charming little 
town of Wordville. Bordered on the north and west by rolling 
hills, the village is a pleasant place on the banks of the Reading 
River. This is the home of Reader Rabbit. 


The Discovery Train runs through the town carrying words 
from the Word Mine to the Word Factory beyond the hills. 


Reader Rabbit wants you to join him as he takes a train trip 
around Wordville to visit several of his favorite people and 
places. Along the way you will make new friends and have fun 
playing word games with them. 


All Aboard! Don't be late or you'll miss the fun. 


Reader Rabbit's first stop is the Word Mine. Here he visits 
his good friend Holey Mole, a master miner. Holey Mole's job 
is to find the special crystals that can be used to form words. 


It's cool and dark inside as Reader Rabbit enters the mine. 
Luckily there's a lantern to light the way. Soon he hears the 
chip, chip, chip of the miners' picks and the heavy clunk of the 
crystals falling into the cart. 


*Look out, Reader Rabbit!" a voice shouts. Reader Rabbit 
jumps aside just in time. A 


familiar face appears as a large 
crystal is pushed out of the 
wall and lands in a cart. It's 
the master miner! 


“Thanks for the warning, 
Holey Mole. How's it going?" 





"Great, Reader Rabbit. I'm filling this cart with crystals. 
Would you like to try it? It's really easy once you get the hang 
of 1t." 


"sure! All I have to do is take the crystals that form words and 
leave the rest. Right?" 


"Right!" 


Soon Reader Rabbit is helping Holey Mole fill all of the carts 
with word crystals. 


“Thanks for the help, Reader Rabbit. Where are you going 
now?" Holey Mole asks. 


"Im heading for Vowel Pond to do a little fishing. I might see 
you later at the dance, though." Reader Rabbit waves goodbye 
to his friend and hurries to catch the train. 


Reader Rabbit rides the train to the next stop, Vowel Pond. 
Arriving on the dock, he is delighted to find a net for catching 
fish and a pail of water to put 
them in. He jumps into a raft 
and quickly heads for his 
favorite fishing spot. Soon he 
is catching one fish after 
another in his net. Reader 
Rabbit certainly knows the 
secret to catching fish in Vowel 
Pond. You can learn the secret, 
too, if you spend some time at 
Vowel Pond! 





READER RABBIT'S JOURNEY 


Tying his raft to the dock, Reader Rabbit thinks, “Fishing 
really makes a rabbit hungry. A few carrots would taste so 
good right now." 


Reader Rabbit jumps on board the train and he's off to the 
Go-Go Gophers? Match Patch, home of their world famous 
carrots. 


Reader Rabbit looks at the rows and rows of delicious carrots. 
They are the most beautiful carrots he has ever seen. Each carrot 
looks bigger and fatter and more delicious than the next one. 


‘They all look so wonderful I don't know which one to pick 
first," cries Reader Rabbit. “I think I'll try this one," he says, 
tugging on an enormous, orange carrot. 


But as Reader Rabbit starts to pull the carrot up, swoosh—one 
of the Gophers pulls the carrot back into the ground. 


"What's the matter? Isn't this the time to pick your carrots?" 
asks Reader Rabbit. 


“No, in our garden it's not only the time. To pick our carrots 
they must rhyme,” the Go-Go Gophers explain. “To get the 
biggest and the best, you'll have to pass the rhyming test.” 


“Carrots that rhyme?” asks Reader Rabbit. “Like ‘carrot’ and 
‘parrot’ or ‘shirt’ and ‘dirt’ ?” 


“You are absolutely right. You must be very bright,” the Go- 
Go Gophers giggle. 


Reader Rabbit begins 
picking pairs of carrots. In 
a surprisingly short time he 
collects enough to satisfy 
his appetite. Checking his 
watch, Reader Rabbit 
notices it’s almost time for 
the dance at Goldie Hen’s 
barn to begin. 





“Hey Go-Go Gophers, are 
you going to the Alphabet Dance over at Goldie Hen’s barn?" 


“You bet! We'll be there come shine or rain. But we'd better 
hurry or we'll miss the train." 


Looking forward to the fun they are going to have, Reader 
Rabbit and his friends head for the station so they can take the 
next train to Goldie's barn. 


In the big red barn, Reader Rabbit sees all of his Wordville 
friends seated on the floor ready for the Alphabet Dance. 


"Come on, let's dance!" cries Reader Rabbit. 


“We only do the Alphabet Dance here,” says Goldie Hen. 
“That way everyone gets a chance to dance." 


“How does that work, Goldie?" asks Reader Rabbit. 


"It's very simple. Just select your partners in the right 
alphabetical order and you can dance as many times as you like." 


READER RABBIT'S JOURNEY 


Reader Rabbit selects the name cards 
for the next dance and sure enough, 
the music begins and his friends all 
start to dance. They tap, they twist, 
and they do the wacky word dance. 
Everyone has a great time dancing 
until they can't dance any more. The 
party ends too soon and the dancers all 
hurry to catch the last train home. 


“I had a great time today visiting all 
my friends here in Wordville. I can't 
wait for all of you out there to visit 
Wordville again soon. I know we will 
have even more fun next time we visit 
Word Mine, Vowel Pond, and Match Patch, and go to one of 
Goldie Hen's Alphabet Dances. All you have to do is jump on 
board the Discovery Train. All aboard!" 
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ELCOME TO WORDVILLE, A WHIMSICAL 
WONDERLAND FOR EARLY READERS. As soon as you 
load Reader Rabbit 2 and sign in at the Train Tickets booth, 
you can choose which game you want to play. Are you 
ready to play? All aboard! 







GETTING STARTED 


STARTING THE PROGRAM 


Before you start Reader Rabbit 2 for the first time, 
it's best to make a backup copy of the program 
disk(s) using the DOS (Disk Operating System) 
command DISKCOPY. For instructions on how to 
make a backup copy of a disk, see your DOS 
manual. 


Running Reader Rabbit 2 from a 
Hard Disk 


The most efficient way to run Reader Rabbit 2 is to 
install (copy) the program on your hard disk, if you 
have one. See Appendix A: Hard Disk Installation 
for complete installation instructions. (If you're 
using Tandy DeskMate™, read Appendix B: The 
Tandy DeskMate Installation.) If you don’t have a 
hard disk, you can run the program from a floppy 
disk(s). 


Running Reader Rabbit 2 from a 
Floppy Disk 


If you have a floppy disk drive on your computer 
and no hard disk, you can run Reader Rabbit 2 from 
a floppy disk(s). 


Starting Reader Rabbit 2 


To run the program from a floppy disk(s): 


1. Put your DOS disk (version 2.0 or higher) in 
drive A. Close the disk drive door or latch. (If 
DOS is part of your computer’s permanent 
memory, or if your computer is already up and 
running, you don’t have to insert the DOS disk.) 


2. Turn on your monitor and then your computer. 
Wait a few moments while your computer starts. 


3. Watch your screen. If DOS asks you for the 
date and time, type the date and time and press 


after each. 


4. When you see A> on your screen, remove the 
DOS disk from drive A. Then, put the program 
disk (Disk 1 if you’re using 5.25" disks), label 
side up, in drive A and close the drive door or 
latch. 


5. Type RR2 and press . Ina few 


moments, the Reader Rabbit 2 title screen 


appears. Press to move past this 


screen. Reader Rabbit walks into the Train 
Station and to the Train Tickets booth. 


GETTING STARTED 


GETTING YOUR TRAIN TICKET 


To play Reader Rabbit 2, you'll need to sign in at 
the Train Tickets booth so you can get your lifetime 
ticket to ride the train. The list at the Train Tickets 
booth shows all current ticket holders. If you 
haven't played before, you are considered a new 
player and must sign in. 


Press [t] or to move. 
Press to pick. 





Signing in as a New Player 


If your name is not on the Train Tickets list, you 
must add your name before you start playing. 
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Getting Your Train Ticket 


To add your name to the Train Tickets list: 
1. Choose New Player on the Train Tickets list. 


"Cát, Click on New Player. 


* Press 1) or(T| to highlight New 
Player, and then press 


2. Type your name—up to eight characters—in the 
name box that appears. To erase a typing 


mistake, press . Then start typing 


again. 
3. When you're finished, close this screen. 


C7, — Clickon|[.]Enter). 
Press (| Enter). 


Now you have your lifetime ticket to ride the train 
and you're ready to start your adventure in 
Wordville! 


Selecting Your Name on the List 


If you've played Reader Rabbit 2 before, your name 
will already be on the list, and you don't need to 
sign in again. You can start playing as soon as you 
select your name on the list. 


* |n this user's guide, these icons mark instructions for mouse and keyboard 
users, respectively. 
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GETTING STARTED 


To select your name on the list: 
Ce CM, Click on your name. 


Press T] or(1) to highlight your 
name on the list, then press 


(Enter). 


Hemoving a Name from the Train 
Tickets List 
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When the Train Tickets list has eight names, it's 
full. If you choose New Player when the list is full, 
you must remove an existing name before you can 
sign in as a new player. 


To remove a name from a Train Tickets list that 
is full: 


1. Choose New Player on the list. 


ae oes Click on New Player. 


Press{J] or(T| to highlight New 
Player, and then press . 


2. The program asks you to remove a name before 
you can add a new name. 


Ce eid, Click on 
Press | J Enter]. 





Getting Your Train Ticket 


3. Choose the name you want to remove at the 


Remove Player Name screen. 


Ce oid, Click on the name. 
Press (J ]or{?].° Press 


. A message warns you that the chosen name and 


its score are about to be permanently erased. Be 
sure you want to erase the name before you do 
so because the name and score cannot be recov- 
ered once they are erased. 


Cr id, Click on Yes. 


Press |<] to highlight Yes, and then 
pen [Tia 


. Follow the steps in the earlier section, Signing 


in as a New Player, to add your name as a new 
player. 


THE MAIN SCREEN 


After you have signed in at the Train Tickets booth, 
the main screen appears. This is the Train Station. 
At this screen, you can choose a game to play or 
choose an item from one of the menus. Each game 
and its number are shown on a sign. 
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GETTING STARTED The Main Screen 


Choosing a Game USING THE MENU BAR 


In Reader Rabbit 2, there are four games you can 
play. Choose which game you want to play at the 
Train Station, the main screen, and Reader Rabbit 
takes you to that game. 


The menu bar at the top of the screen has three 
choices: Help, File, and Options. Each choice is a 
menu with its own items. With these menus, you 
can get help, find out more about each game, view 


To choose a game: score charts, start a new player, exit from the 
Orne Click on the sign for that game. program, turn the sound off or on, and set the level 
i i of play. 


Press the number of that game. 


Choosing a Menu Item 


To choose a menu item: 


Make compound | Menu Bar 
words and words with Match rhymes, oppo- 1. Open the menu. 
consonant blends. sites. or homonyms. 





anas Click on the menu name File, Help, 
or Options. 


Press [F1) , (F2), or [F3] to see the 


Help, File, or Options menu. 





2. Choose an item. 


Ce C, When the menu opens, click on an 
| | ! item to choose it. A screen ap- 
Ads Ei [ge ET er : pears. Some screens just display 
o plau a aame. P PARIS s è " 
bd information while others ask you to 
make a choice. 





Sort words The information Click on exit icon 

by short box shows you Or press 

and long what keys to to exit program. 

vowel press, gives ; 

sounds. instructions, and Line up animal 
displays tokens. friends in alpha- 


betical order. 
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When the menu opens, press | J | or 
to highlight the item you want. 
Then press to select the 
item. A screen appears. Some 
screens just display information 
while others ask you to make a 
choice. 


3. Select an item in a screen. 


ur xn, Click on the item you want. 


Press [| and [~>] to highlight your 


choice. Then press | 


4. Ifthere are pages of text, you can go back and 
forth between the screens. 


CUM, Click on See Next Page or Next 
Chart to see the next page, or click 
on Go Back a Page or Back a Chart 
to return to the previous page. 
Click on Done when you finish. 


ssssessss| Pregs fÚ) and [>] to highlight See 
Next Page and Go Back a Page to 
see the next page. Then press 


. (You can also use 

and [Pg Up) to see next and 
previous pages, respectively.) 
Press [1] or[1] to highlight Done. 
Then press 


Using the Menu Bar 


Help 


Note: Pressing takes you back to the last 
screen that was open. For example, if you open a 
menu in a game, press to close the menu and 
return to the game. 


Use the Help menu to get information or details 
about how to use Reader Rabbit 2. You will see 
this Help menu at the main screen. 






About Hordville 
About the Games 
About Challenge Levels 


[Esc] to Go Back 


The Help menu is also available in each game but is 
slightly different within the game. In a game, you 
can use the Help menu to get information about the 
specific game you are playing, using the keyboard 
or mouse in that game, or the skills needed to play 
the game. 



















About the Game 
Using the Keyboard 
Using the Mouse 

Skill Hints 


(Esc) to Go Back 
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GETTING STARTED 


File 
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Use the File menu when you want to start a new 
player, look at the score charts, or exit from the 
program or a game. 


File Fe 





Start New Player 
Score Charts 
Exit and Save 


(Esc) to Go Back 


Choose Start New Player when you want to begin a 
new session in Reader Rabbit 2 with a new name. 
When the message box appears, select Yes to 
confirm your decision. (Select No if you change 
your mind.) If you select Yes, your name and score 
for the current session will be saved. 






When you choose Score Charts at the Train Station, 
the Word Mine score chart is displayed first. Score 
charts from the other three games are on the next 
screens. For more information on your score, see 
Finding Your Score later in this chapter. 


Choose Exit and Save from the Train Station to stop 
playing Reader Rabbit 2 and save your score. 
When the message box appears, select Yes to 
confirm your decision to exit. (Select No if you 
change your mind.) 


Using the Menu Bar 








Options 


Use the Options menu to turn the program’s sound 
off or on, or to change the challenge level for a 
game. 


Options Fa 






Sound 


Challenge Levels 


(Esc) to Go Back 


Choose Sound to turn the sound off or on. When 
you choose Sound, the sound screen appears with 
the current setting highlighted. Select Yes to turn 
the sound on or No to leave it off. The sound 
setting you choose at the menu bar affects all the 
games, and it remains in effect until you change it 
again. 





Note: You can also turn the sound off or on any- 
where in the program by pressing l 


Choose Challenge Levels to see or change the 
current challenge level of one or all the games. The 
Challenge Levels option also lets you repeat a level 
or start the game at the level you want. For infor- 
mation on how to change the challenge level, see 
Changing Challenge Levels below. 
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GETTING STARTED 


CHANGING CHALLENGE LEVELS 


20 


When you first play one of the four games in 


Reader Rabbit 2, the challenge level is set to Level 1. 


The challenge level in a game determines the level 
of difficulty when you play the game. Each time 
you complete a level, you will automatically ad- 
vance to the next higher (or more difficult) level. 


You can use Challenge Levels on the Options menu 
to see or change the current challenge level of any 
game. You can change the challenge level of an 
individual game while playing that game. By 
changing the challenge level, you can repeat a level 
or start playing a game at the level you want. 


To change challenge levels at the main screen, 
the Train Station: 


1. Choose Challenge Levels from the Options 
menu. 


Challenge Levels 


Hord Vowel Match Alphabet 
Mine Pond Patch Dance 


Level 1 [E 


Level 2 


[ ] 
Level 3 [] 
LJ 


Level 4 


[Esc] to Go Back 





Changing Challenge Levels 


2. Select the level you want for each game. 


Ceti, Click on the box for the level you 
want for each game. Make your 
choices for all four games. 


seeeescesl Use(l| and{T] to move the 
flashing box to highlight the level 
you want for a game and press 
[J Enter]. Use[c] and (>) to get 
to the next column. Continue until 
you have made choices for all four 
games. 


3. Save the changes you made. 


UON, Click on Done. 


Press [1| or{T] to highlight Done. 
Then press ! 


Note: To close the challenge levels screen without 
making any changes, mouse users click on and 


keyboard users press 


When you play any game for the first time, you start 
on Level 1, unless you previously changed the level. 
Each time you complete a level you automatically 
advance to the next higher level. When you com- 
plete Level 4, the last level, you'll repeat Level 4. 
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GETTING STARTED 





The challenge level screen is unique in each game, 
like the one shown here for Word Mine. Each 
challenge level screen has a description of the play 
pattern. To change the challenge level in a game, 
you use the same basic steps you use to change the 
challenge level at the Train Station. 


Word Mine Challenge Levels 


1 Build compound words. 


2 [] Build words that begin 
with 2 letter blends. 


3 [] Build words that end 
with 2 letter blends. 


4 [] Type letters to complete 
words. 

























| Done | 
[Esc] to Go Back 


FINDING YOUR SCORE 


You can keep track of how well you are doing in a 
game by looking at the score chart. Word Mine, 
Vowel Pond, and Alphabet Dance have the same 
type of score chart. You will see the number of 
correct responses, the number of attempts, and the 
percentage (%) of correct answers. These scores 
are cumulative. The scoring process begins when 
you sign in as a new player at the Train Tickets 
booth. Once a level is completed and restarted, the 
score for that level clears and starts over. 
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Finding Your Score 


The score chart in Match Patch, which is different 
from the other three, shows the number of games 
you completed at each level. 


To see your score chart for a game, choose Score 
Charts from the File menu. Look at your score, then 
press or click on Done to close the score chart 
and return to the game you're playing. 


Vowel Pond Score 


Level HAight #Tries 
15 16 


30 





RETURNING TO THE TRAIN 
STATION 


If, while playing a game, you want to leave it or 
play a different game, you must return to the Train 
Station. The train icon that appears in the lower- 
right corner of the screen lets you leave a game and 
return to the Train Station. 
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GETTING STARTED 


To return to the Train Station: 


CC, 


Click on the train icon or in 
the lower-right corner of the 
screen. Or choose Exit to Train 
Station from the File menu. 


Press . Or choose Exit to Train 


Station from the File menu. 


When you are at the Train Station you can choose 
another game or exit from the program. 


EXITING THE PROGRAM 


To exit Reader Rabbit 2: 


Fama 
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From a game, click on the exit icon 
Or in the lower-right corner 
of the screen to go to the Train 
Station. 


From the Train Station choose Exit 
and Save from the File menu or 


click on 


From a game, press to go to 
the Train Station. 


From the Train Station, choose Exit 
and Save from the File menu or 


press ; 


ELCOME TO WORD MINE! The Holey Moles 
are mining the crystal cave and need your help with a 
variety of word-building skills. Press [1]or click on the 
Word Mine sign to begin. Chip..chip..clunk... 


Here come the word crystals! 
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WORD MINE 





To play Word Mine: | 3. Begin creating words. 
1. Read the message from Holey Mole. This | i 
message tells you the objective for the current | QR, een as word or word part 


level. Your goal in Word Mine is to gather | 
word crystals in your mining cart by linking 
parts of words together to build new words. Press | ^], D. 2 - Hm 
move the sparkle (highlight) 
down, up, left, and right around 


the cave wall. 


Then press to choose 


When you create 3 correct words, you'll get a 
crystal token. Clear Holey Mole's message 
from the screen to begin the game. 


cred, Click the mouse button. the sparkling word crystal. 
Press If you choose a word or word part that completes 
l the word pictured on the mining cart, the crystal 
2. Take a good look at the screen below and find falls into the mining cart. If it does not form the 
each item on your screen before you begin. pictured word, the crystal slides away. 
Word crystal Mining cart ; ; 
á : 4. Choose another word. Keep trying until you 
create the correct word and the crystal falls into 
prr cw OG EO Ww Pe d the mining cart. Gathering 3 crystals in the 
jM cake X mining cart gets you a token. 


light beans 


After you fill the information box with 10 
crystal tokens (by making 30 words), Reader 
Rabbit loads the crystals into the Word Mine 


railcar, creating one super crystal. When the 
6s | railcar is full, with 3 super crystals, you advance 
(Oy, cel. lo lel to Move | tes to the next level. 


to Pick 





Railcar | 


— Information box ^ Click on the train 
level icon, or press 


to leave. 
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WORD MINE 


28 


To type words in Level 4: 


1. 


When a two-letter blend on the mining cart is 
followed by three small, blank spaces, type 
three letters to create a word. 


When a small word on the mining cart is 
followed by a long, blank space, type up to five 
letters to create a compound word. 


Press to erase a letter to the left. 
Press when the word is complete. 


When you can’t think of any more words, press 


(without typing any letters) to change 


the letters or small word on the mining cart so 
you can make new words. 





Note: Level 4 of Word Mine recognizes and 
accepts a large number of typed in words. You 
may find, however, that the program doesn’t 
recognize some legitimate words. 


ELCOME TO VOWEL POND! Enjoy a wet 
and wild fishing trip as you wrestle with word fish and 
learn about short and long vowel sounds. 


On this fishing trip, you don’t need any special equipment 
because Reader Rabbit will give you everything you need. 
If you play the game and pay attention, you'll learn about 
vowel sounds. Press [2] or click on the Vowel Pond sign to 
begin. 
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VOWEL POND 








To play Vowel Pond: 


1. 


Special 
vowel 
symbol 


“Active” 
fish 


Fuh [ood 
AF 1S. A 


Railcar 
showing 
current 
level 


Read the message from the fish. The message 
explains the objective for the current level. 
Your goal is to catch the word fish with the 
special vowel sound as it swims by. Clear the 
message to begin the game. 


Crh, Click the mouse. 
Press 


Take a good look at the screen below and find 
each item before you begin playing the game. 


Pail Skunk's “sounds like” sign 


Press to catch. 
Press to swim. 





Information box 


Click on the train icon, 


or press to leave. 





30 





3. Look at the special vowel symbol on the raft. 
Then (in Levels 1—3) look at Punky the Skunk's 
"sounds-like" sign in the upper-right corner. 
The word on Punky's sign has the same vowel 
sound as the special vowel symbol. 


Note: Since teachers frequently group together the 
long “u” sounds (ü and à ) and the double-o sound 
(00), the following words are all recognized as 
having long “u” sounds: tune, few, soon. 


4. Look for word fish that have the special vowel 
sound. When one of them swims under the raft, 
catch it. 


Vana Click on the pail or the fish to 
catch the fish and drop it into the 
pail (in Levels 1-3). 


sgez=sceq| Press to catch the fish 


and drop it into the pail (in 
Levels 1-3). 


5. Ifthe word fish you caught has the special 
vowel sound, the fish will stay in the pail. If it 
doesn’t match, the fish will jump back into the 
pond. 


If a word fish without the special vowel sound 


swims under the raft, you can press 


to make it swim away sooner. 
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VOWEL POND 











6. Catch 3 word fish that have the special vowel 
sound to get a token. (In Level 4, catch 6 word 
fish for 2 fish tokens.) 


After you fill the information box with 10 fish 
tokens (by catching 30 fish), Reader Rabbit 
loads the fish tokens into the Vowel Pond railcar, 
creating one superfish. When the railcar is full 
with 3 superfish, you advance to the next level. 


Note: Punky's sign is a hint. The words that stay 
in the pail will have the same vowel sound as 
Punky's words. 


To choose a pail in Level 4: 


In Level 4, the raft has both long and short vowel 
sounds. There is a long pail for long vowel sounds 
and a short pail for short vowel sounds. 


Vans Click on the pail—the short pail or 
long pail—that you want to hold 
the fish. The fish goes in the pail 
you clicked on. 


Press |] to put the fish in the long 
pail (for long vowel sound). Press 
to put the fish in the short pail 
(for short vowel sound). 


If the fish doesn't belong in the long or short pails, 


press | 5pacebar | to make it swim away sooner. 


Catch 3 fish in each pail to win the game and collect 
2 fish tokens. 


ELCOME TO MATCH PATCH! Join the 


Go-Go Gophers in a wonderful word harvest. Reader 
Rabbit is ready to take you to the Match Patch where you'll 
match rhymes, opposites, and homonyms. Press| 3 | or 
click on the Match Patch sign to begin. 
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MATCH PATCH 


To play Match Patch: 
1. Read the message from Go-Go Gopher. This 


message explains the objective for the current 
level. Your goal is to find matching word 
carrots until the carrot patch is empty. When 
the carrot patch is empty, you have completed 
the game and will get 2 carrot tokens. Clear 
Go-Go Gopher's message from the screen to 
begin the game. 


Vans Click the mouse button. 


Press (J Enter). 


Take a good look at the screen below and find 
each item on your screen before you begin. 


Begin searching for matching carrots. 


Cr CH, Click on the carrot you want to pull 
up. 


amas] Press(l],(T],/<], and |] to 
move the spade down, up, left, and 
right through the patch to the carrot 


you want. Then press to 


pull up a carrot. 


If the two carrots you pull up match, they will 
disappear. If the two carrots don't match, the 
gophers pull them back into the ground. Re- 
member where the words are so you can find 
them again! 








What to match 4. When you have found all six of the word 
matches, you have completed a game, and you 
get 2 carrot tokens in the information box. 


After you fill the information box with 10 
carrots (by completing 5 games), Reader Rabbit 






pad —E loads a super carrot into the Match Patch railcar. 
: When the railcar is full with 3 super carrots, you 
advance to the next level. When you complete 
Level 4, the highest level, you'll repeat it. 
(+). (+). [+], to Move 
to Pick 
Railcar 
h Information box Click on the train 
feas icon, or press 


to leave. 
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ELCOME TO ALPHABET DANCE! Here you 
will meet all your Wordville friends. Line them up in 
alphabetical order for the wackiest word dance in 
Wordville! Press(4]or click on the Alphabet Dance sign 
to begin. 
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ALPHABET DANCE 








To play Alphabet Dance: 


1. Read the message from Goldie Hen. This 
message explains the objective for the current 
level. Your goal is to place the name cards on 
the dance stage in alphabetical order. Then the 
dancers dance and you receive a token. Clear 
Goldie Hen's message to begin the game. 


Cur CUN, Click the mouse button. 
Press ! 


2. Look at the dancers and their name cards in the 
screen below. Find each item on your screen 
before you begin. You can only move a 
dancer's name card when it is highlighted and 
that dancer is standing. ABCs 

chart 


viis vv nv wv v vvv s New wi vw vv vvv uw iiw www yis DV vvv vvv wv i V Y TIT PT 


See Srna OE Waern ay og ug a. ESA A AA 0 000 0:0 00.0090 8000000000 0000009]: 099999999999 






"Active" | 
dancer 
High- 
lighted 
name 
card 
muU Press [*] or to move, 
m Press to pick. 
Railcar l 
showing Information box 
current Click on the train icon, 
level or press to leave 


Alphabet Dance. 


38 





3. Select the dancer you want to move. 


UOR, 


Click on the dancer’s name to 
highlight it. The dancer stands and 
walks onto the stage in the waiting 
position. 


Use [+] or(—] to highlight the 
name of the dancer you want to 


place. Press [1 | or . The 


dancer stands and walks onto the 
stage in the waiting position. 


4. Move the dancer to the correct position on the 
stage. 


Click on the number where you 
want the dancer to stand. The 
dancer and its name card move into 
place in line on the stage. 


Press |C| or|—] to move the 
dancer into position you wish. The 
dancer and its name card move into 
place in line on the stage. Press 


[.] Enter. 


Repeat this step until all the dancers are in line. 
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If all four name cards are in the correct 
alphabetical order, the dancers do a wacky word 
dance and an egg token appears in the 
information box. If they are not in correct 
order, the incorrectly placed dancers will sit 
down. Keep trying until you put all the dancers 
in order. Use the ABCS chart across the top of 
the screen to help you decide which dancer goes 
first, second, third, and fourth. 


After you fill the information box with 10 egg 
tokens (by completing 10 games), Reader 
Rabbit loads the cargo (a baby chick!) into the 
Alphabet Dance railcar. When the railcar is full 
with 3 chicks you advance to the next level. 
When you complete Level 4, the highest level, 
you'll repeat it. 





EDUCATIONAL FOCUS 


Reader Rabbit 2 provides children with a playful 
and engaging way to develop important word 
recognition, spelling, and vocabulary skills—the 
essential building blocks in learning to read. With 
over 1000 words to work with and four levels of 
play per game, children learn skills one at a time, at 
their own pace, and use them in subsequent games 
and levels to acquire new skills. In the final game, 
Alphabet Dance, children work with words in new 
ways as they alphabetize words. 


In Word Mine, children first develop word recog- 
nition and vocabulary skills by building compound 
words associated with pictures. Then they identify 
new words with specific beginning and ending two- 
letter consonant clusters (such as sh, ck, and st). As 
they gain proficiency in recognizing words based on 
sound/letter relationships (phonetics), they progress 
to creating their own words. Using either beginning 
consonant clusters or the first part of a compound 
word, children can discover the power of actually 
making their own words. Also, because answers 
may vary in the fourth level, children are challenged 
to use their creativity to build a variety of their own 
words. The game not only helps children spell 
phonetically, it increases their awareness of spelling 
patterns that use consonant clusters. 


Vowel Pond gives children practice identifying and 
sorting words with specific short and long vowel 
sounds. As they sound out words to identify a 
particular vowel sound, children use sound/letter 
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relationships, or phonetics, to recognize words. At 
the higher levels, children apply the vowel sound 
concept to dipthongs (vowel pairs) and learn that a 
variety of vowels and vowel combinations can 
create the same sound. Children gain an awareness 
of spelling patterns while improving their word 
recognition skills. 


Match Patch requires children to use visual 
memory, concentration skills, and phonetics to 
reinforce word recognition and improve their 
vocabulary. In Level 1, children phonetically match 
pairs of rhyming words that have the same spelling 
pattern (such as big and pig). Next, they match 
pairs of antonyms (such as fast and slow)—a skill 
that goes beyond word recognition to include word 
meaning, which improves their vocabulary and 
prepares them for early reading comprehension. In 
Level 3, children match pairs of homonyms (such as 
see and sea), reinforcing their use of phonetics to 
recognize words. In Level 4, children phonetically 
match pairs of rhyming words that do not share a 
common spelling pattern (such as break and lake). 
Success at the higher levels depends on phonetics to 
recognize words rather than on spelling patterns. 


Alphabet Dance introduces alphabetization—a new 
skill based on the spelling of words rather than their 
sound. Children progress from alphabetizing words 
whose first letters fall in sequential groups in the 
alphabet (ABCD), to words whose first letters don't 
(AGMS). At the higher levels, children use second 
letter ordering and a combination of both first and 
second letter ordering to alphabetize words. 





EDUCATIONAL FOCUS 


Although alphabetization is an abstract concept, 
mastery of this practical skill will help children use 
a dictionary, a card catalog, an index, and many 
other ordered word lists. 


The four carefully sequenced levels in each of the 
Reader Rabbit 2 games add variety and interest 
while challenging children to acquire new word 
skills. The flexibility of the program allows a 
parent or teacher to customize a skill level to ensure 
that the skills presented are appropriate for a 
particular child. Yet, as a child progresses in a 
level, the program automatically advances the 
player to the next higher level. 


To monitor a child's performance in three of the 
four games, the program's score chart tracks the 
number of correct responses over the number of 
attempts, and displays a percentage of correct 
answers for each level. (The Match Patch score 
chart displays only the number of games completed 
because the number of attempts does not measure a 
child's understanding of the word concepts.) If a 
child replays a level after completing it, the score 
chart resets itself. 


Together, the four Reader Rabbit 2 games introduce 
early reading skills in a delightful and educationally 
sound way, while providing children the tools 
needed for academic success. In fact, the skills 
children learn here can be applied to any unfamiliar 
words they encounter at home or school, helping 
them increase their vocabulary and gain reading 
proficiency. 
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APPENDIX A: 
HARD DISK INSTALLATION 


If you have a hard disk (fixed disk), it is best to run 
the program from that hard disk. The installation 
procedure puts a copy of Reader Rabbit 2 on your 
hard disk. This procedure creates a special storage 
area, or directory, on your hard disk called TLC (for 
The Learning Company) and another directory 
within that one called RR2 (for Reader Rabbit 2). 


Before you continue, be sure you have made a 
backup copy of the disk(s) using the DOS command 
DISKCOPY. (See your DOS manual for 
instructions to use DISKCOPY .) 


To install the program on a hard disk: 


1. When you see the C» prompt (or another DOS 
prompt that identifies your hard disk), insert the 
program disk (Disk 2 if you're using 5.25" 
disks) in drive A. 


2. Type A: and press ( Enter). 
3. Type INSTALL and press again. 


4. Follow the instructions on the screen. 


To start the program after you have installed it 
on your hard disk: 


B Atthe C» prompt, type RR2 and press 


[Enter 
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APPENDIXES Appendix B: Tandy DeskMate Installation 


APPENDIX B: 7. Highlight Redefine and press . The 
Redefine menu appears. Highlight RR2 if it is 


TANDY DESKMATE INSTALLATION not already highlighted. 


Whether you choose to run Reader Rabbit 2 from 8. Press 


your hard disk or from the program disk(s) that 
came in the package, you can customize the 
DeskMate desktop to make starting the program 


9. Atthe next Redefine menu, tab to the fourth 
box, called Startup Directory. 


quick and easy. Follow the instructions below to 10. Then, if you will be running Reader Rabbit 2 
create a special application list box for Reader from 

Rabbit 2. This will let you start the program from 

the desktop just by selecting RR2 (for Reader B a floppy disk, type A:\ (or B:\ ) and press 
Rabbit 2). If you plan to install the program on l 


your hard disk, do so before customizing the desktop. 
B your hard disk, type \TLC\RR2 and then 


To customize the DeskMate desktop: press | 


He Ansett ihe program disk an uve A, Now you can start Reader Rabbit 2 by selecting 


2. Press to open the Desktop menu. RR2 in the application list box. 


3. Highlight Install and press |. Enter]. 


4. When the Display menu appears with RR2 (for 


Reader Rabbit 2) highlighted, press | 


5. Use the arrow keys to position the dotted box 
where you want it. (This will be the application 
list box for Reader Rabbit 2. Then press 


to place it. 


6. Press again. 
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APPENDIX C: 
TROUBLESHOOTING 





PROBLEM 


1. When you try to copy 
the program to your 
hard disk, you see the 
message “A hard disk 
is not available," even 
though you have one. 
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SOLUTION 


e Make sure your hard disk is | 
properly connected to your 
computer. If your hard disk is 
a separate unit, make sure it 1s 
turned on. 

If your hard disk doesn't have 
enough room for the program 
files, erase some files to make 
room for the program on your 
hard disk. You must have 
800,000 bytes free. 

If you started your computer 
with a DOS disk and have a 
hard disk set up by a disk 
driver or disk manager, you 
will need to start your com- 
puter from the hard disk. 

If your hard disk is 40 MB or 
larger, you may have to use 
XCOPY to install. See your 


DOS manual for instructions to 


use XCOPY. 


Appendix C: Troubleshooting 





PROBLEM 


1. You see nothing but a 
blank screen when you 
load the program. Or 
you get the message 
“A color adapter could 
not be found. Please see 
Troubleshooting in the 
User's Guide." Or you 
get the message "Loading 
Reader Rabbit 2" and the 
program stops. 


2. The fading is slow or 
colors are changing 
when you play the 
game. 


SING THE PROGRAM : 





SOLUTION 


This may happen on some 
machines when you turn the 
monitor on after the 
computer. 


Start over. Be sure to 

turn on the monitor before 
you turn on the computer. 

If you have two graphics 
adapter cards in your 
computer, you must tell 

the computer which one to 
use. When you start the 
program, type RR2 -C (for 
CGA), RR2 -E (for EGA), 
RR2 -M (for MGCA), RR2 - 
T (for TGA), or RR2 -V (for 
VGA) instead of just RR2. 
(Don't forget the space after 
RR2.) 


When you start the program, 
type RR2 -F to turn off the 
fade between games (for VGA 
or MCGA only). (Don't 
forget the space after RR2.) 
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PROBLEM 
3. The game action is 
slow. 


4. When using the pro- 
gram, you get a message 
that the disk is “write 
protected." 
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SOLUTION 

If you have an EGA monitor 
running on an IBM XT or on any 
8088 4.77 MHz Intel? machine, 
the game will run slowly. The 
speed is limited by the rate at 
which the computer can process 
the information displayed on the 
screen. Adding an accelerator 
board may improve computer 
performance. 


You need to remove the write 

protection from the disk: 

e On a 3.5" disk, slide the tiny 
plastic tab down to close the 
hole in the upper-right corner 
of the disk. 

e On a 5.25" disk, remove the 
write-protect tab (tape) from 
the notch in the upper-right 
corner of Disk 2. 

e You can continue to play by 
pressing twice, but 
your name and score will not 
be saved. 





Appendix C: Troubleshooting 


PROBLEM 
5. Music is not playing. 


SOLUTION 


e Check that your speakers are 
properly connected to your 
computer, getting power (have 
good batteries or are plugged 
in), turned on, and that the vol- 
ume is turned up. 

Be sure that the Sound option 
is set to YES. 

If checking the above items 
does not help, restart the 
program by typing RR2 -SA 
(for AdLib™ and AdLib- 
compatible boards, including 
Sound Blaster™), RR2 -SR 
(for Roland? and compatibles), 
RR2 -ST (for the Tandy 1000 
series or PS/1® sound chip), or 
RR2 -SI (for IBM and 
compatible speakers). (Don't 
forget the space after RR2.) 
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PROBLEM SOLUTION 
6. Your mouse doesn't A mouse driver program 
Work. (described in your mouse 


manual) must be correctly 

installed on the disk you use 

to start the computer. If 

you start the computer using 

e a hard disk, make sure the 
mouse driver program is 
correctly installed there. 

See your mouse manual for 
instructions. 

e a floppy disk, install the mouse 
driver program in the root 
directory of that disk. See your 
mouse manual for 
instructions. 

If you use Windows™, reload 

your mouse driver from DOS. 


7. The arrows on the nu- Keys that have a number and an 
meric keypad don't arrow on them work as arrows in 
Work or the numbers the game. If you press 
on the numeric key- they will work as 
pad don't work. numbers. 


e Press again to 


make them arrows again. 


If you have any questions, call our Customer Service 
Department at 1-800-852-2255, 
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Appendix D: Special Keys 


APPENDIX D: SPECIAL KEYS 





KEY 


(€ er [5] 


D er (TJ 
PE Up) or (PEDn) 


(Ctrl][ S] 
Esc] 


CNR 


ACTION 


Display the Help menu, File menu, or 
Options menu. 


See other menus, when one menu 1s 
already displayed; move the highlight 
on information screens. 


Cycle through the menu items; highlight 
a name or New Player on the sign-in list. 


Choose a highlighted item; enter a name 
you type. 


Move backward or forward one page in 
a Help choice. 


Erase the last letter you typed. 
Turn the Sound (and music) off or on. 


Return to last place you were in program; 
exit program from Train Station. 


Begin the process of permanently 
Removing a name from the Train 
Tickets list. (To delete the entire sign-in list, 
delete the USERS.DAT file.) 


53 


APPENDIXES 


PLAYING THE GAMES 





KEY ACTION 
[2/1], Or Highlight word crystals (move the 


€] or [5] 


G 


sparkle) in Word Mine; highlight carrots 
(move the spade) in Match Patch. 


Catch fish in Level 4 of Vowel Pond; 
choose Alphabet Dancer and move it 
into position. 


or Make Alphabet Dancer walk up or 
down. 


Choose sparkling word crystal; enter 
typed word; catch a fish; pull up a carrot; 
make Alphabet Dancer stand; choose 
dancer’s position on the stage. 


Make a fish swim away sooner. 
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CUSTOMER SERVICE 


We are proud of the special relationship we have with many satisfied parents and 
teachers. If you have a problem, a question, or a suggestion, please call our Cus- 
tomer Service Department at 1-800-852-2255 or 1-510-792-2101. 


The Learning Company warrants to the original purchaser only that the program 
disk(s) provided with this user’s guide and the software program coded on it will 
perform in accordance with the descriptions in this user’s guide when used with the 
specified equipment. If the program is found defective within 90 days of your pur- 
chase, it will be replaced. Simply call The Learning Company’s Customer Service 
Department at the above toll-free number and a replacement disk will be sent within 
24 hours. Replacement of the disk is the full extent of our liability. 


This warranty is in lieu of all other warranties, whether oral or written, expressed or 
implied. Any implied warranties, including those of merchantability and fitness for 
a particular purpose, are limited in duration to 90 days from the date of purchase of 
this product. 


The Learning Company shall not be liable for incidental and/or consequential dam- 
ages for the breach of any expressed or implied warranty including damage to 
property and, to the extent permitted by law, damages for personal injury even if 
The Learning Company has been advised of the possibility of such damages. Some 
states do not allow the exclusion or limitation of incidental or consequential dam- 
ages or limitations on how long an implied warranty lasts, so the above limitations 
or exclusion may not apply to you. 


This warranty shall not be applicable to the extent that any provision of this war- 
ranty is prohibited by any federal, state, or municipal law which cannot be 
pre-empted. This warranty gives you specific legal rights and you may also have 
other rights which vary from state to state. 


Unauthorized reproduction, adaptation, distribution, performance, or display of this 
document, the associated computer program, or the audiovisual work is strictly pro- 
hibited. 


Damaged Disk Replacement Policy: The Learning Company will replace disks 
that the user damages for a duplicating and handling fee. Return your damaged disk 
and a check for $10 to: 


The Learning Company 
6493 Kaiser Drive 

Fremont, CA 94555 
Attention: Disk Return Dept. 
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THE LEARNING COMPANY 


The Learning Company is dedicated to producing high-quality, 
engaging, fun products that enrich the education of young people 
ages 3 and up. Our unique approach reinforces important subject 
areas, while helping to develop underlying thinking skills. 


At The Learning Company, we strive to make products that are 
easy to use. Intriguing characters, challenging situations, and rich 
game environments combine to create captivating programs that 
can be enjoyed for hours on end. Multiple skill levels and easy-to- 
follow directions make each product accessible to a wide 
audience— without complicated procedures. 


The Learning Company's product line features the Rabbit series, 
starring the new pre-reading discovery program Reader Rabbit’ s 
Ready for Letters (ages 3—5), the award-winning Reader Rabbit 1 
(ages 3-6), and the new reading skill builder Reader Rabbit 2 
(ages 5—8). Other early learning games include MetroGnomes’ 
Music (ages 4—7), the sing-along game of musical discovery based 
on the renowned Orff Schulwerk approach to music learning. The 
Super Solvers series offers the reading and thinking game Treasure 
Mountain! (ages 5—9), the deductive thinking and reading 
comprehension game Midnight Rescue! (ages 7—10), the math 
game OutNumbered! (ages 7—10), and the new spelling game 
Spellbound! (ages 7-12). For older ages, the line includes the 
new fast-action math game Operation Neptune and the arcade 
game Ancient Empires. Other classic software programs, like 
Math Rabbit (ages 3—7), Writer Rabbit (ages 7—10), Think Quick! 
(ages 7—14), and The Children’s Writing & Publishing Center 
(ages 7—14), complete our line. 
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